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INTRODUCTION 


It has been Nintendo tradition to bring to us, the consumers, video entertainment 
that's unequaled. 1 still reminisce about the day I got my NES. Spending endless hours 
playing Super Mario Bros. Learning all the tricks — like how to be small with fire 
power or getting Mario's head stuck in a brick and warping to the Negative Worlds. It 
seemed limitless what you could get that pudgy plumber to do. I mean, you could 
even balance him on a sliding turtle shell and collect so many extra men that the 
numbers cycled into symbols. For me just the fact that Mario ate mushrooms to get 
big was cool. 

Then came the golden cart; you know which game I'm taking about: The Legend of 
Zelda. Man, searching for those Silver Arrows was a pain, and of course you needed 
them to beat the game. And after defeating Gannon, the game would go back to the 
title screen and Link's suit would be changed. Start up the game, and it would be 
completely rearranged. Unreal. 

Shortly after that came a super hero like no other — Samus, the star of Metroid. 
The rest is history, and now, on the Super NES, that purple haired, green-eyed bounty 
hunter is back. At a powerful 24-Megs, Super Metroid definitely feels like a "man's" 
game. Thing is, Samus is a woman and she’s got more gizmos and techniques than 
any man could handle. 

Through this guide you'll find explanations of any problems you might encounter. 
Try not to follow it word for word; instead refer to it when in dire need. That way you 
can explore on your own and locate the multiple paths to multiple items. Here's a 
hint: If you can't seem to find a certain item, you might need to complete a few tasks 
before being able to reach it. 

If you're trying to get to a particular area, and it starts to become difficult to get 
there, it most likely means that you should be heading a different direction. A good 
idea is to leave the book open to the map of Planet Zebes, then when you pause the 
game, you can visually locate unexplored areas. Each chapter will show you to the 
game's key items, special weapons, suits and so on. I've left finding most of the 
Missiles and other icon items up to you, but I do list what to look for in each area. 
Unfortunately at the time this book went to print, | could not locate a few items. But 
lucky for you, you don't need every item to witness the "real" ending. Be sure to read 
more about the endings and other secrets in Chapt. 8. That's where you'll find 
complete close-up composites of each area. However you choose to use this guide 
(Hey, even if it's to use as a coaster or a paper weight while playing Super Metroid), 1 
hope it helps in some way to get you past Mother Brain so you can stack another cart 
in your “Conquered” file. 


Have a nice trip, 


Tom Stratton Jr. 
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CHAPTER ONE: GETTING 
LANET ZEBES 


It seems no matter how hard she 
tries, Samus seems to be drawn to 
this planet. Let's hope the third 
time is the charm. 
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% «© HOW TO GET AROUND 


In order to explore the different areas on Planet Zebes Samus 
relies on passageways linked by different doors and Energy 
Elevators. Some doors you will be able to open and continue 
on right away, others you will need to wait for certain 
abilities. Below are descriptions of the doors and how to Е 
through them. 


Doors 


* Blue Doors can be opened with almost 
anything except Power Bombs. 

* Red Doors can be opened with five Missiles or 
one Super Missile. 

* Green Doors can be opened only with a 
Super Missile. 

* Yellow Doors can be opened only by Power 
Bombs. 

* Metal Doors can be opened only when they 
begin to flash, usually after defeating certain 
creatures. 


SECURITY GATE 


ж Тһе flashing color at the top of the Security 
Gate will indicate what weapon it will take to 
open it. (Note: Using the above information 
should help you.) 

ж Most gates can only be opened from one side. 
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THE ACTIONS OF SAMUS 


Y Button: To turn D, | 
off selected items and 24 
switch to Beam Weapons. 


X Button: Fire button. 
Press and hold for 
rapid fire. 


Up: Aims Samus' 
weapon upward. 
Left/Right: 
Makes Samus run 
to the left or the 
right. 

Down: Press once 
to make Samus 
kneel. Press again 
to make her 
morph into a ball. 
Press while Samus 
is in the air to aim 
her weapon 
downward. 


Select Button: Press 
select button to scroll 
through your special 
items. 

Start Button: B Button: Dash 
Press Start during | button. Press and 


the game to hold to use Speed 
pause and view | Boost. 


your map screen. 


A Button: Jump button. 
Press to make Samus 

jump. Press while she is 
moving and she will spin. 


R Button: Aims Samus' 
weapon upward angle. 
Press both L/R buttons at 
the same time and Samus 
will aim straight up. 


L Button: Aims Samus' 
weapons at a downward 
angle. 


These control settings are the 
games default controls. You can go 
into the controller setting mode to 
customize each action. 


ж = 
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* There are multiple Data Save 
Units found in every area 
throughout the game. Be sure to save 
your progress often. 


* On the map screen, the last Data Save 
Unit that you saved at will have a 
highlighted "S". 


MAP DATA ACCESS ROOM 


* When Samus plugs into the Map Computer, 
she will be able to access the map data for 
that area. The unexplored areas are in blue, 
and the pink areas you have already ventured 
through. 


ENERGY 
RECHARGE 
ROOM 


** You can refill your Energy Tanks (not including 


your Reserve Tanks), by tapping into the 
Energy Charge Unit. 


MISSILE TANKS 


* Each Missile Tank you acquire will increase 
your load by five (5). 

ж То use press Select once to highlight the 
Missile Icon and press the Fire Button. 

ж Possible to collect at total of 46 tanks or 
230 Missiles. 
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MISSILE RELOAD ROOM 


ж You сап refill your supply of Missiles by 
tapping yourself into one of these 
machines. (Sometimes you might get lucky 
and stumble upon a room with an Energy 
Recharge too.) 


SUPER MISSILE 
TANKS 


* Опе Super Missile is just as powerful as three 
(3) regular Missiles. For every Super Missile 
Tank you pick up you will be able to carry five 
(5) more. 

ж You will be able to carry a total of 10 tanks ог 
50 Super Missiles. 


POWER BOMBS 


* Drop one of these and the blast will engulf 
the entire screen, damaging some 
enemies, destroying others, and possibly 
revealing new paths to take. 

* You will be able to carry a total of 50 Power 
Bombs. 


GRAPPLING BEAM 


4 * With this special beam, Samus is able to swing across by 
grabbing onto special blocks and certain creatures. 
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X-RAY SCOPE 


* This is probably Samus' most prized 
possession. Get this and Samus will be able to 
see just where to go. 


ENERGY TANKS 


* Every Energy Tank that you pick up will add 
99 units of energy to Samus. 
* You can carry up to 14 Energy Tanks. 


RESERVE TANKS 


Ж Reserve Tanks act as a back-up energy source. 
They cannot be filled by Energy Recharge 
Units, and are empty when you find them. 

Ж Once you depleat the energy you have, these 
Energy Tanks will kick in. 

Ж You can carry 4 Reserve Tanks. 


е 
Missile E 
Big Energy Ball Super Missile 
Energy Ball When you destroy enemies they Power Bomb 


will sometimes leave behind 
some of these items. 
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The Planet Zebes 


Samus first battled the Metroid on the Plant Zebes, where she foiled the plans of the 
Space Pirate Leader, Mother Brain. Stopping the Mother Brain ended the attack of 
creatures on the Galactic Civilization. 

Then Samus was faced by the Metroids on their homeworld, SR388, and 
completely eradicated all of them..... All but one, a larva, which was in her sights 
after it hatched. Samus was about to fire upon it when the small Metroid quickly 
sought for protection from her. Without hesitation Samus delivered it to the Galactic 
Research Station at Ceres, so scientists could study its energy-producing qualities. 
The scientists were astounded with their finding - they discovered that the powers of 
the Metroid might be able to be harnessed for the good of civilization! 

Happy that all seemed well and under control, Samus left the station seeking a 
new bounty to hunt. But as she passed the asteroid belt, she received a distress 
signal. Ceres is under attack!! Samus made a quick 180 to head back to space colony 
Ceres. 
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CHAPTER TWO: 
PLANET ZEBES 


€x. Lad 


Welcome to Planet Zebes, not a very 
happy place. The first area you will 
set foot on is Crateria. It is the surface 
of Planet Zebes, and target of a 
constant storm. Your ship will be 
stationed here and will be your only 
ticket off the planet. 
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CRATERIA 


Items you will find: 
Bomb 

8 Missiles 

2 Energy Tanks 
1 Super Missile 
1 Power Bomb 


Жжжж * HK 
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SKREE — THESE ENEMIES 


HANG FROM THE 
CEILING AND DROP 
WHEN YOU GET WAVER - THESE 
CLOSE TO THEM. ENEMIES WILL FLY 

IN A PATTERN. 


GEEMER — PRETTY EASY 
TO DESTROY THESE 
GUYS. THEY ARE 
USUALLY FOUND 


RIPPER – BEAM CANNOT 
DESTROY THESE 
ENEMIES, BUT THE 
ICE BEAM CAN 
FREEZE THEM SO 
THAT YOU CAN USE 
THEM TO GET 
PLACES. 


ON THE FLOORS 
AND THE WALLS. 


PA CLUSTERS - AS YOU 
MÀ SHOOT AT THEM, 
Ё BITS WILL FLY OFF 

j AND LEAVE YOU 
D MUCH NEEDED 
ITEMS. 


Ridley's force of Zebesians 
are scattered throughout 
the planet. Be careful of 

their different attacks. 
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BRINSTAR 


Items you will find: 

A Morph Ball 

A Charge Beam 
A Varia Suit 

13 Missiles 

5 Energy Tanks 
3 Super Missiles 
4 Power Bombs 
1 Reserve Tank 
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PLANET ZEBES 


SIDEHOPPER — THESE 
ENEMIES TAKE MORE 
EFFORT TO DESTROY 
THAN OTHERS. 
WITH THEIR 
POWERFUL LEGS 
THEY POUNCE ABOUT 


+ ғ 


^ THE SCREEN. 


REO - ALTHOUGH 
SMALL, THIS FLYING 
CREATURE WILL 
TAKE SEVERAL HITS 
BEFORE BEING 


SPORE SPAWN - MINI-BOSS 
OF BRINSTAR. A PLANT THAT 
WAS GENETICALLY 
ENGINEERED BY THE SPACE 
PIRATES. SPORE SPAWN HAS 
A PROTECTIVE OUTER SHELL. 


2 


FIREFLEA - 2 
ONE OF 
THE ONLY ENEMIES 
YOU WON'T WANT 
TO DESTROY. THEY 
WILL PROVIDE YOU 
WITH LIGHT. 


CACATAC - GET TO 
CLOSE, AND A BLAST 
OF NEEDLES WILL 
SPREAD FROM THE 
WALKING CACTI. 


KRAID — BRUTAL RULER OF 
BRINSTAR. KRAID SPITS FROM 
ITS MOUTH AND NO 
WEAPONS HAVE ANY EFFECT 
ON ITS BODY. 
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NORFAIR 


Items you will find: 

A Wave Beam 
An Ice Beam 
Hi-Jump boots 
Speed Boost 

A Screw Attack 
Grappling Beam 
13 Missiles 

3 Energy Tanks 
1 Super Missile 
3 Power Bombs 
1 Reserve Tank 
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OF NORFAIR. IT'S 


PLANET ZEBES 


GERUTA - DUE TO 
INTENSE HEAT, 
GERUTA'S SHELL 
AND TWO LARGE 
CLAWS HAVE 
INCREASED IN 
STRENGTH. 


DRAGONS - THESE 
CREATURES SPEND 
А ALL THEIR TIME IN 
M THE LAVA. WATCH 
OUT FOR THEIR 
FIREBALLS. 


UNKNOWN IF ANY ATTACKS 
REALLY HARM THIS EIGHT- 
EYED MONSTROSITY. 


P$ 


p^ 
MAGDOLLITES — HAVE 
THE POWER TO 

Й STRETCH OUT FROM 
THE LAVA AND 

ATTACK. 


MULTIVIOLA - THESE 
SMALL FIERY BALLS ARE 
OUT OF CONTROL. 
| THEY BOUNCE OFF 
THE WALLS AND WILL 
FLY RIGHT INTO YOU. 


RIDLEY- BOSS OF 
NORFAIR. THE SECOND 
ENCOUNTER WITH RIDLEY 
WON'T BE SO EASY. 


46 


€ 
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MARIDIA 


Items you will find: 
A Spring Ball 
Space Jump 

A Plasma Beam 
Speed Boost 

7 Missiles 

2 Energy Tanks 
3 Super Missile 
1 Power Bombs 
1 Reserve Tank 
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SKULTERA — 

MECHANICALLY А 
ROTATING FISH MOCHTROIDS - THE 
WITH BONEY FIRST ATTEMPT AT 

METROID CLONES. 
FORTUNATELY THEY 
ARE EASY TO DEFEAT. 


EVIR - BEWARE OF THEIR 
BOTHER TRYING TO e THORNY BULLETS 
DESTROY THESE - E D THAT THEY THROW 
HARD SHELLED Uh anu 
CREATURES. 


CREATURE, DRAYGON IS VERY QUICK, BE 


CAREFUL OF HIS GRASP AND STRONG 
THRUSTING TAIL. 
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WRECKED SHIP 


Items you will find: 
A Gravity Suit 
3 Missiles 

1 Energy Tanks 
2 Super Missile 
1 Reserve Tank 
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COVEN - THESE EVIL 
SPIRITS WILL ENGULF : 
YOU IF YOU ARE J АША WORK ROBOTS - 
NOT CAREFUL. 1 || THESE ROBOTS 
| WON'T HARM YOU 
7 OR ANYTHING ELSE 
FOR THAT MATTER. 


PHANTOON - BOSS OF THE WRECKED SHIP. 
THE ONLY BOSS THAT CLOAKS, PHANTOON 
ATTACKS WITH DEADLY PLASMA. 
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TOURIAN 


Items you will find: 
* Mother Brain 


TOUR IAN 
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ZEBESIANS — RIDLEY'S у, 


RIGHT HAND 
MINIONS ARE KEYHUNTERS — 


FEARED THESE CREATURES 


THROUGHOUT THE HELPED REBUILD 
GALAXY. CERES’ ZEBES. THEY ATTACK 
DESTRUCTION WAS BY SPITTING 
DUE TO THESE ALIENS. POWERFUL ACID. 


MOTHER BRAIN — THOUGHT TO 
BE DESTROYED. THIS LIVING 
TISSUE IS READY FOR SAMUS 
THIS TIME. 


"е, 
] = ж z 
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AFTER DESTROYING THE PROTECTIVE 
CASING, MOTHER BRAIN WILL 
REGENERATE A BODY AND PUT UP A 
GOOD FIGHT. 
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The whole place is empty, that is except for the 

last room. The Metroid will be sitting by itself. 

After a few seconds, Ridley will appear and 

grab a hold of the Metroid. After you hit it so 

many times Ridley will exit the screen, then 

zoom in from way in the background. At this 
point you need to get back to the elevator pad you 
came in on. In less than 60 seconds. Once you exit 
you'll blast off to the planet Zebes. 


яо N 


No matter how hard 
you try, Ridley will 
always get away. You 
don't have to attack at 
all, and after getting hit 
so many times, he will 
leave you alone. 


егінін 
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Ridley has got the upper hand, and escapes with the Metroid Hatchling. Now 
you only have a matter of seconds to flee from Ceres or it's GAME OVER. 


PLANET ZEBES 


Super Metroid Unauthorized Game Secrets 


Super Metroid Unauthorized Game Secrets 


To Kraid б 


Kraid is the first boss on Samus’ list. То 
reach him you will need to have 
acquired a few items and you must 
„have taken care of Spore Spawn . . . 
permanently. Don't enter Kraid's lair 
lightly. His ferocious attacks could 
quickly end your search for the Metroid. 
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Follow the path through two more blue doors, until you come to 
an energy elevator. Go down and you'll come to Brinstar. 


To Kraid 


When you land, immediately move to pick up the 
Morphing Ball. 


Then head right through the blue door. Break through the rocks and drop to a 
room with a blue door. Enter the door and pick up Missiles. 
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Exit the room and go back up to the red door. Shoot five missiles to gain access 
into the room. This room holds the Energy Tank, but unfortunately your jumps 
don’t allow you to reach it. At the far right will be another Missile Tank. Exit the 
room, then head back to the elevator. Push up, bringing you back to Crateria. 


“Pratateratateratotetatatetaty |: 


Hop off the elevator and through the door. Be careful, ‘cause Space Pirates are 
now lining the area walls. Make your way back to the blue door, which can only 
be reached by morphing into a ball. Behind it you'll find a Save room. 


To Kraid G3 


The red door leads you to the Map 0» s 
Data Access machine. Exit the room руу 
and jump your way back to the surface 
level and go right. Morph and roll through the 
small opening to the blue door. Enter the red 
door to pick up Bombs. 


HL хле 
uud oo кл i © 
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The Chozo Statue will come to life and you'll have to destroy it to 
get out. Shoot the rocks it throws at you to turn them into items 
like missiles or energy balls. If it closes in on you, roll right under, 
before it lashes out. Get back up to the surface level after you 
defeat the Statue. 
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Go left, drop back into the underworld, and enter the blue door (across 
from the “old” red door). Enter the door and pick up Missiles. Exit the room 
then make your way back to the surface-level opening. Now morph into a § 
ball and bomb an opening out of the left wall to find a blue door. Enter the ! 
door and at the end of the hall will be an Energy Tank. Enter the next blue # 
door and destroy the Space Pirates-Zebesians (with missiles). There are two % 
doors at the bottom, a red one and a blue one. The red door leads you to 
some sort of lair with a giant gold statue, but nothing useful can be допе 
there. (After defeating each one of the jf 
bosses, their part of the gold statue will fi 
turn to stone. Remember this place, : 
since it will come in handy in the near Ж 
future.) Don't bother trying to shoot 
this one, ‘cause nothing will happen. ШЕ 
Go through the blue door. This will lead 4 
you to another energy elevator, which 1) 
brings you once again to Brinstar. 3 


To Kraid В зә | 
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When you arrive, the first red door to the left will bring you to the Map Data 
Access room. After gaining map access, exit the room. The red door straight 
across from you holds four items. One is easy to reach, but in order to reach the 
other three, you'll need Speed Boost. Enter the red door and pick up Missiles. 
The red door below the Map Data Access room is a Save room. As you move 
through the dimly lit area, be sure not to destroy the Firefleas. They are all that’s 
supplying the little light you have. At the end is a Missile Reload room. Reload 
and exit, going back to the other red door. 
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Go into the red door, down а long hall, and into 
another room. Pick up two Missile Tanks. After 
collecting the Missile Tank at the bottom of the 
chasm, morph into a ball and bomb away an 
opening. At the bottom will be the Charge 
Beam. Jump your way to the top left chasm, 
morph, and then bomb an opening at the left 
wall and you'll reach a Save room. After you 
save, exit the room and move straight across to gg 
a red door. Enter the door and destroy all ће u 
Flying Zebesians. The flashing door on the ceiling ==? 

at the end of the hall will bring you to the mid- 
boss, Spore Spawn. 


To Kraid / 4 3g à 
0 зу 
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То avoid its poisonous 
pollen and its movements, stay 
in a ball and roll left to right. 
The spores that fall from the 
ceiling sway back and forth, so watch 
their movements and stay clear. The good 
news is that you can just shoot 
the spores and they will leave 
health and ammo, if you 
happen to get short on 
energy or missiles. 10 hits 
with a missile while its shell is 
open will dry out this over- 
sized plant for good. After 
defeating it, jump through 
the opening and exit 
through the blue door. 


4 Super Metroid Unauthorized Game Secrets 


Now move to the end of the hall, and stand on top of the generating capsule. 
The capsule will break away and you'll fall to Super Missiles. Exit through the 
blue door to the left. Then go through the green door. After bombing the small 
rock, you'll notice the Super Missiles symbol. To get rid of blocks with these 
symbols, you need to shoot a super missile into them. 


Once through the crawl space, blast into the green door below you. 
Enter the door and continue through the passage. When you're just 
about to the end, a blue-coded security pole will be blocking your path. 
Shoot the blue light to open and close the path. (Note: Once through 
the security pole you can't turn back, and if the gate locks, you're stuck.) 
Pass by the security door and exit through the blue door. Now move 
through a hall to a green door. Enter through the door and drop down 
to the bottom of the chasm, shooting downward at the ground in order 
to break away an opening to fall through. Fall, and at the bottom will be 
two doors. The green door to the left is an Energy Recharge room. 
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If you enter the blue door, you'll have N 


take a couple of jumps across a watery pit to 
get to another blue door. Enter the door, then quickly 
blast apart the Cacatac across the way. After you get rid 
of it, shoot your blaster straight up, breaking the top 
corner block. Then with rapid fire set, morph into a ball 
and hold down the fire button. Blast your way to an 
opening and press right while moving right, so as not to 
fall, then open the green door. Inside is the Spazer. 
Collect the Spazer, then exit right back out to where the 
Cacatac was. Move right through a series of doors, until 
you reach the energy elevator. Take the elevator and 
you'll find Norfair. 


эф 


` NORFAIR 


As you drop, you see two doors; a blue one on the right, and a green one on the 
left. Drop down a little farther and you'll pass a yellow door on the left side, then 
on the bottom level you will see a red door and to its right is a blue door. (Note: 
The thin ground you stand on can be blasted through, but you’re not properly 
equipped to make anything like that happen yet, so don’t even bother.) The 
blue door brings you into a Save room.The red door will first give you an Energy 
Tank, then you'll receive the Hi-Jump Boots and as you continue along, you'll 
finally get to more Missiles. After picking up some new items and saving, head 
back to Brinstar. 
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BRINSTAR Э, 


Опсе back to the elevator 
room, shoot out the bottom 
block on the right wall, to 
the ground, with a super 
missile. Jump through the 
open mouth and enter the 
blue door. Drop through the floor and 

reach the bottom (you'll be next to a metal door). 
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Drop a bomb by the right wall, and continue up through a blue door. Now go 
to the far right, morph, and drop a bomb at the right bottom corner. The rock 
will break away and you'll gain access to a Save room. Save, then move back out 
to the spot where the three flying Zebesians were. Destroy them, then shoot out 
an opening at the spot of the giant crack. Drop through and move through two 
blue doors. 
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А giant eye is covering the third door. Shoot three missiles into the eye while it’s 
open, enter the door and face the boss of Brinstar, Kraid. 


KRAID 


It takes 10 missiles to defeat Kraid. To be 
able to make Kraid vulnerable to hits, wait 
until it screams and open fire while its 
mouth is open. The rotating fingertips can 
be destroyed, and sometimes they'll 

leave behind useful items (like energy 
balls and missiles). Once Kraid grows, 
it’s best to stay on the top two 
ledges. 


/ 
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After defeating Kraid, you can enter a room to the right and pick up the Varia 
Suit. When you exit the Boss room, stop just before exiting the next room. If you 
shoot the ceiling next to the door, you'll open a path to a green door. Enter the 

green door and you'll be inside an Energy Recharge room & Missiles Reload 
room. Make your way back to the metal door, which will now be flashing. Enter 
it, and pick up your third Energy Tank. Exit out, go back to the elevator room, 
and head to Norfair. 
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To Phantoon 


Samus finds herself in deep water. 
Although a small area, the Wrecked 
Ship holds a few key items. So don't be 
in a rush to get out of here. 
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Now that you have the Varia Suit , you can enter the first blue door 
(right side) without damage. Then you'll reach a red door. Go 
through it to a green door. From here you'll exit out a blue door. 


Now you'll be in a new sort of surrounding, bubbles. A 
blue door right above you brings you to a Save room. 
Morphing and dropping a ton of bombs can boost you to 
the top green door to get Missiles. After collecting the 
Missiles morph through a small opening on the left wall. 
In the next room will be another Missile Tank and a 
Reserve Tank. 
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Going to the far right and dropping down gives 
you added Missiles. After getting the missiles, 
shoot through the blocks and weave through 
the pipelines to two blue doors. Enter the blue c 
door to the right. Inside is a generating capsule | 

to keep enemies out, and if you shoot them they| = 

Will leave necessary Power Ups. At the very 
bottom is a blue door, to continue through the 
area. 
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Keep going until your path is interrupted by an alien head. Shoot Super Missiles 
to destroy it, then morph up and roll through the small opening. Make your way 
to the top (past all the Alien Heads) and enter the blue door. Take a ride across 
the fiery lava to another blue door, and shoot your way past the next blue door. 
When you reach the red door, blast it open and jump across the platforms, then 
shoot the security pole and pick up the Missiles. 


After getting the missiles, drop down to the left and exit through the blue door. 
Once back out in the vertical hall, jump to the top blue door. Now you’re back 
in the "bubble" type room, but this time in a spot you couldn't access before. 
Enter the top right green door and shoot a secret opening out from the ceiling. 
Go up and through a blue door, which leads to the Speed Booster. 
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Pick up the speed booster, scream across, and back out into the ® 
“bubble” area. Weave through the routed pipelines one more time, > 
but take the door on the left wall this time, instead of taking the blue door 
leading down. Hold down the dash button as you streak across the screen, 
tearin’ everything up. Before hopping on the elevator back to Brinstar, go into 
the green door on the left. Speed boost past the closing poles and you'll reach a 
blue door. Enter the door and you'll need to cross lava pools to another blue 
door. Now alien heads will be at = = 
every turn, spitting their fireballs. 
Jump your way to the top, getting 
right by exiting the blue door. But 
instead of exiting, shoot the beam 
you are standing on, causing it to 
break. Push right to fall onto a 
block, then morph into a ball. Fall 
and push right, from block to block 
until you enter a hidden room with 
a blue door. 

Inside is the Ice Beam. After E - T : Jem " 
getting the Ice Beam, exit out of the hidden room апа make your way to the top 
blue door. This will help you back out, so you can take the elevator. 
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N «© When you get back to Brinstar, head left and juice up at the 
Energy Recharge room. Then, with your new found ice beam, shoot the 

Rippers to freeze them, and use them to jump your way to the top of the 
chasm. (A blue door will be at the top right corner.) Enter the blue door, travel 
down the hall and enter another blue door. Now you'll be in a vertical chasm. 
Shoot out the center blocks on the ground in front of you, and they'll break 
away. Fall through and enter the green door to find Power Bombs. Collect the 
bombs and shoot your way back up to the Save room. The green door on the 
left will lead to nothing but trouble. The floor vaporizes at the drop of a Power 
Bomb, leaving you to tiptoe back through the door, avoiding all the dangers. (so 
just don't drop any bombs.) At the top will be an energy elevator to bring you 
back to Crateria. 


Once at surface level, there are two doors to go through. The yellow door will 
bring you to a watery pit. You can't move through it without the right suit 
(Gravity suit). So go left through the blue door, to where your 
starship is. Morph up and bomb your way to the top right 
corner, where there's a yellow door. Inside, you will pick up 
Power Bombs. Exit out, then head through the first door 
that brought you into the Crateria underworld. Now is the 
ime to get that first energy tank you saw here. 
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Blast through, making your way to the far left energy elevator. Take 
the elevator back to Brinstar. Back in Brinstar, go back into the “old” 
red door on the right, and use your booster to trace past the 
security poles. At the end of the hall there’s a red door. Enter 
the door and pick-up the Reserve Tank. Then morph into a 
ball and roll into a hidden room with Missiles. To 
exit past the security poles, jump through the 
ceiling and move left. There are 
Super Missiles at the end of the 
hall, and if you stand on the holder 
you'll fall through to the door 
leading out. Exit and fall to the 
bottom of the chasm. 


Now you can vaporize the ground beneath you with a super bomb. Fall through 
the small gap and keep descending past a metal door to your right, all the way 
to a blue door on the bottom left corner. Enter the door, quickly destroy all the 
parasites and enter through the next door. Now move carefully along the 
patterned floor. There’s a green door towards the end of the hall, and in front of 
it, an Energy Tank. 
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Speed across the hall and you will fall through an opening. When 
you reach the bottom, a bird will be roaming around. To your 
left is an Energy Recharge room. Pay close j 

attention to the bird's actions. You just 
might find a way up and out. 


Wait, there’s more. The four floor blocks in front of the energy tank are hollow, 
causing you to, of course . . . fall. If you make the jump across you'll get an 
energy tank and behind the door, Super Missiles. If you miss, you can retrace 
back and try it again, but while you're down there you might as well check 
around. The first blue door to the left is a Save room. Roll past the spikes and go 
through the blue door on the far right wall. Inside the small tunnel will be three 
Sidehoppers, morph and bomb your way to the top. The first ledge to your left 
has an opening that you can bomb 
out, to try the jump for the Energy 
Tank again. Otherwise, bomb to the 
top. At the top will be a ledge to the 
left and a crawl space to the right. One 
of the Sidehoppers will enter the hole. 
Follow it and you'll get Power Bombs. 
Exit the crawlspace and go through 
the top left blue door. 
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Once more, head upward and enter the first blue door to the de, 
right. Run over the speed blocks at super speed and then you'll fall to 
a short hall. At the end of the hall will be a wacky bird, and a blue door. 
Inside the blue door is an Energy Recharge room. Charge up, then follow the 
actions of the bird. It will teach you how to exit the deep pit. Continue right and 
enter the blue door. Now drop to the bottom of the chasm and exit through the 
"old" green door. If you hop to an upper ledge, you'll reach a yellow door. Enter 
the door, bomb an opening from the bottom right corner and collect Power 
Bombs. If you super bomb the right wall of this room, it will connect you to the 
center energy elevator back to Crateria. But you don't want to do that now. 
After connecting the two paths, exit out the original yellow door and head 
toward the Norfair elevator room. Before taking the elevator, go into the room 
that leads to the boss (Kraid) and the Save room. Power bomb the right wall to 
find Missiles. Now take the elevator to Norfair. 


The first thing you'll want to do is go into the first yellow door, on the left 
side. Enter, and you'll be inside the Map Data Access room. After gaining 
access, make your way to the far left blue area on your map screen. 
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straight to the doors, and you'll face the mid-boss, Crocomire. 


CROCOMIRE 


It's hard to say exactly how many 
missiles it’s going to take to beat 
this thing. With every missile you 
fire into its mouth, CROCOMIRE 
will take a step back. Shoot a 
super missile into its mouth 
and it'll take three steps 
back. The idea is to shoot 
enough missiles into its mouth to 
back it into a molten death. Of 
course, while you're attempting to 
make this happen, CROCOMIRE 
will fire pulse shots from its mouth 
and take quick, short lunges 
forward. Let CROCOMIRE corner 
you, and you'll be pressed against 
the wall of spikes. 
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After you defeat it, it'll crash through the spiked wall on the left and leave major 
items. Now go through the left blue door. 
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“ «© Drop to the ground below and go to the Save room. Then bomb 

7* yourself up to the red door. Enter and pick up the Power Bombs. Exit the 
item room and continue through the blue door on the ground. Drop through 
the long chasm and enter the first red door on the right. At the end of the hall 
are Missiles. Collect the missiles, then go back into the chasm and drop to the 
bottom. There you will enter a blue door. Before jumping across, bomb to the 
top far right for Missiles. Streak down the long path, and super jump across to a 
blue door. Enter the door and you will receive the Grappling Beam. Grab the 
item, then make your way back to the top of the deep chasm. Take the blue 
door up, then go back to the far right of Crocomire's lair. 


Grappling Beam 


Grapple across the molten pit and you'll reach an Energy Tank. Get the tank, 
then exit through the original door that brought you to all the action (top blue 
door).Now jump past the first blue door to the right, up to the second. Enter 
and you will be in the Save room. Save, then exit out and go up to the top left 
blue door. Collect the Missiles , then exit out and drop back down to the first 
blue door on the right. Enter the door and you'll see two more blue doors at the 
end of the hall. The one going up will link you up to a previously explored area. 
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The door to the right will take you into an Energy Recharge room. X M 
Exit through the right blue door and grapple across a lava pit to a ; 


blue door. Now make your way to the only blue item room space. There 
you will acquire the Wave Beam. After getting the wave beam, make a beeline 
straight for the elevator, back to Brinstar. 


As soon as you arrive in Brinstar, go to your map screen. You will notice three 
blue areas with item rooms, which you haven't been in yet. To get to the first 


area, blow open the yellow door. Work your way to the end of the hall and you'll 
receive the X-Ray Scope. 
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Now trek over to the yellow door that’s in the same chasm leading to 
the Spore Spawn. Inside that room you'll find an Energy Tank. Now get to 
the closest elevator back to Crateria (which would be the center elevator). Once 
operational, go to the map screen and locate the blue area around the “Wrecked 
Ship". That's where you want to head. As soon as you enter the yellow door, 
you'll pick up Missiles. Exit through the right blue door and return outside. 
There's a green door at the far right, which will bring you into the Wrecked Ship. 
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Bomb an opening underwater to find a hidden Missile Tank. 
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Enter the vertical chasm, and fall to 
the bottom. (You should have a 
metal door to your left.) Shoot the 
floor below you and drop through. 
This will lead to a blue door on the 
ground. Now you're in the center 
of a long hall. Go left and there will 
be a blue door that leads to the 
Map Data Access room. Only thing 
is, no power, so you can’t gain 
access. Instead, go to the right 
corner and bomb an opening to a 
guarded door that leads to 
Phantoon. 
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PHANTOON 


While circling about the screen, Phantoon will also send eye plasma dropping 
from the ceiling, as well as from itself. The eye plasma can be destroyed by 
regular shots, but to harm Phantoon you'll need missiles. Yep, 25 missiles into it 
will destroy the foul beast. 
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After you hit it, Phantoon will 
fade away and drop eye plasma 
down at you. When he 
unleashes a spinning circle of it, 
he’s going to fade back onto 
the screen. 


As long as he’s on the screen, eye 
plasma will drip from the ceiling. 
After you hit him, the plasma will 
stop. 


Once you beat it, the ship will 
regain power, and the first place 
you want to head for is the Map 
Data Access room. 
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CHAPTER FIVE: 
TO DRAYGON 


Maridia is the most mysterious area 
Samus will explore. Items that seem 
impossible to get to have simple 
solutions. Tread carefully because 
Draygon will put up a good fight. 
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In order to get back to 
Crateria, Samus must 
destroy all the enemies 
inside the room. 


Exit the room, and go back to the bottom left metal door (Where 
you broke through the floor). Now it'll be flashing, and inside there 
are Super Missiles. Bomb the right wall across from the flashing door, = 
which will lead to a blue door. Inside, you'll find Super Missiles. 
Collect them, exit out, and jump up to the Save room (since the 
power is back on, you should save before heading to the top). If you 
don’t save, just exit the item room and head to the top blue door. 
After defeating all the enemies, if you exit through the right flashing 
door, you will find Missiles. Now go back to the left flashing door. 
This will bring you into Crateria. 
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Once in Crateria, hop onto the moving 
platforms up to a rock where you will find 
Missiles. 


Now fall to the bottom left section, fire a power missile 

and drop down to more Missiles. Bomb your way back out 

of the burrow and move just to the right and blow out 

another hole. Go through the series of blue doors and 
you'll wind up in the Wrecked Ship. 
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Morph into a ball on the statue's hand and it 
will bring you down to the Gravity Suit, an 
Energy Tank, and a Reserve Tank. Get them 
and exit through the left blue door. When you ¥ 
are back in Crateria, hold right to 
land on the metal ledge. D" 


Samus received a distress call from the , 
councils of the Galactic Federation ask- 

ing for help against raids by Ridley, S 
space pirate commander of the planet 
Zebes, and Kraid, brutal ruler of Brinstar. 

She jumped in her power suit and is 

now ready to go as protector of the 


galaxy. 
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asteroid belt she received a 
distress signal. 
Ceres is under attack!! 


Happy that all seemed well 
and under control, Samus ТУ 
left the station seeking а 

new bounty to hunt. As she 

was flying through a nearby AN 


SPACE fi Px 


Not kngwing-Wwhat.toyexpect,Sahus.retüfsskesCeres.—The-Lab.has;een.hitsatd.the Metroid 
is missing! This couldsomy mean -one-thing == 
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Hurry, you only have seconds 
before Ceres becomes space dust. 


+ 


ссе ссе 


You will find: 

1 Bomb 

8 Missiles 

2 Energy Tanks 
1 Super Missile 
1 Power Bomb 


Іт back again 
and | feel better 
than ever. 
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Hey, who locked the door? Shoot the spitballs to regain 
attack. energy and miissiles. 


Roll back and forth across the Kneel below high wave shots. 
screen to avoid Chozos attacks. Jump over low ones. 


After defeating the Chozo 
Statue, be sure to recharge. 


ر 


BRINSTAR 


Blast an opening and drop 
through. This will be the 
final stretch to Kraid. 


RED) 


You will find: 

A Morph Ball 

A Charge Beam 

A Varia Suit Bomban 

13 Missiles opening to 

5 Energy Tanks continue. 

3 Super Missiles : 

4 Power Bombs uu 
Recharge and 

1 Reserve Tank Missile Reload. 


П 
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Be sure to save before attempting to 
destroy Kraid. ©) 


For other 
items, stand 
next to the 

beehive. 
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One Missile in Crocomire's 
mouth will cause it to take a step 
back, a Super Missile will cause it 

to take 3 steps back. 


In Norfair you will find 1 24444444: 
the Speed Boost. With it : 


you will be able to 
use new tech- Ridley can take a wallop. Before entering his lair, be sure to be fully 


niques. stocked on energy and ammo. Use Power Bombs, then switch to 
Super Missiles, and finally finish him off with Missiles. 


Notice something unusual? 
There's no power here, or is 
there? After you've beat Platoon 
| everything will come to life. Blast | 

| through the floor and roll 
through the crawl space to reach 


Reserve 


Platoon is only vulnerable when 
Ihe is completely formed on the 
screen. Hit him with 25 Missiles 
апа things will look a 
N lot brighter. 


BP the statue's Rand < 
Е and enjoy the wild ride. Final 
Bea The Gravity Suit. 


Freeze the 
| Metroid with a 
single shot from 
| your Ice Beam, 
| then smack the 
| frozen Metroid 
with a Super 
Missile. 


You will find: 
= Lots of Trouble 
= Mother Brain 


You finally beat 1 

Mother Brain. 
Oops, no you did- 
n't. Quick, shoot | 
him in the head. | 
Pretty dramatic, | 
Huh? | 
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Go through the right door back to the Wrecked Ship. Once іп 
the ship, go to the only blue section you haven’t explored. 
When you come into a vertical chasm blast your way to the top, 
where there’s a red door to the left. Inside the room will be an 

Energy Tank. 
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b. Get the tank, exit back into the chasm, and if you go through the 
~œ right blue door, it will lead to a new section of Crateria. But instead of 

going into that area, go back to the first Crateria section, taking the center 
energy elevator down to Brinstar. Bomb the side rock for an Energy Tank and 
two Missiles. When in Brinstar, go straight for the room that held the first 
sighted energy tank. You can blast through the rocks to Missiles. Drop a bomb in 
the missile room to find Missiles. Now take a trip to the only blue area on the 
map (the item room at the bottom left of the map). Break through the walls, go 
down the long hall and you'll find an Energy Tank. Get the tank and head for the 
untouched area of Crateria. 


Mark all the available space, and route over to the energy elevator, to Maridia. 


Move through the watery area, where 
the first door on the right will be a Save 
room. After saving your progress, 
continue to the left. When you enter into 
a room with a large sand bar, you will 
want to fall in. 
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When you drop out of the quicksand, you will be in a room with doors on both 
side of you. Exit through the door on the left. 


When you come to a room with two 
blocks centered in the lower part of the 
screen, morph, drop through a hidden 

opening below the blocks and two doors 
will be on either side. 


The door on the right is the Map Data 
Access room. 
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To the far right, you'll find a hidden path to the Spring Ball. Gain access, then 
head for the bottom left Save room. 
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Reaching this Missile Tank requires a 
bit of cleverness. From the bottom 
of the chasm, exit through the 
bottom right door. Inside the next 
room, destroy all the enemies, open 
the security gate, and reopen the 
door you just came out from. Then 
get a running start so that when 
you exit back out you'll be flashing. 
Once you appear back into the tall 
chasm, rush over to the open area 
and jump. If you are lined up 
perfectly, you'll shoot right into the 
Missile Tank. 
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Morph through a small opening, to 
reach an easily assessable Super 
Missile Tank. 


Save, then head up and connect the hidden path to Brinstar. After revealing the 
path, continue right and go up a chasm to a large area. To the right bottom wall 
will be Missiles. Go through the left door and follow the path to more Missiles 
and Super Missiles. Now go back to the bottom of the short chasm and super 
bomb the floor to break it away. Now you'll be in a large room. Drop to the 
bottom left red door. This is a Save room. At the far right will be another door, 
instead go to a blue door at the top left side of the room. Enter the door and 
move through the hall to a mini-boss. 


This burrowing snake will come in and out of the holes. Use your Missiles or Super 
Missiles and aim for its head. When he pops his head out of the wall, move to the 
opposite side of the screen to avoid its fire. 
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Тһе more you hit the snake the faster its actions are, until finally he breaks apart, 
leaving you plenty of items. 


After defeating it, an Energy Tank will 
be waiting for you in the next room 
on the right. (If you miss the tank and 
fall through the quicksand, you'll land 
in that one dead-end room, and will 
have to work your way back.) Once 
reaching the tank, exit through the 
blue door to the right. Morph and roll 
to the right and the long hall will 
bring you to a Missile Reload room. 


Now go through the area above and 
into the Save room. It might be a 
good idea to first enter the room to 
the right of the Save room. This is an 
Energy Recharge room. After saving, 
exit out and drop to the bottom 
right green door. 
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DRAYGON 
This thing is tough as hell. =~ 
Energy shots come at you from all 
angles of the lair, and Draygon will 
spit out saliva drops at you as well. 
The saliva drops can be destroyed and 
occasionally they'll leave items. The most 
dangerous attack to you is Draygon's tail 
lash. If it gets ahold of you with its scrawny legs, 
it'll swim around the screen and periodically thrash 
on you with its powerful tail. (If you're lucky, you'll 
be to able to defeat Draygon before your reserve 
tank kicks in. It's that difficult!) 


To actually defeat Draygon, you'll 
need a whole load of missiles and 
super missiles. 


Draygon can only be harmed when hit in 
the belly, since his hard shell cannot be 
hurt by any weapon. 
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Ве careful when Draygon creeps out from the side of the screen, which is the easiest 
time to get caught by its arms. Get a good running start and jump over Draygon as 
it sweeps toward you. 


The only safe thing to do when Draygon dives at you is morph. 


If you get caught by Draygon the only way to break free from a good tail lashing is 
to move in all directions and tap all the buttons on the controller. 


To Draygon 


If it’s on the left of the screen, hold your arm diagonally upward, firing your 
missiles continuously. Some missiles will be blocked by saliva drops, but if you 
keep on attacking you should get in at least 4-8 hits. And after thirty-some-odd 
hits, Draygon will be destroyed. 


Then enter the left flashing door to pick up your Space 
Jump Boots. 
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Make your way back to the 
left, and you'll pop out in the 
room where you first fell 
through the quicksand. Now 
go up to the top center blue 
section (refer to map screen 
for location), where you will 
pick up the Plasma Beam. 


To exit back out of this room you need to destroy 
all the space pirates. 
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CHAPTER SIX: 
TO RIDLEY 


This is the final confrontation for Samus 
and Ridley. It’s payback time for the 
Space Station incident. 
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After grabbing the new weapon, go back to where you blew the glass tunnel. 
(Two exits to Brinstar are to each side of the area.) 


Go right into Brinstar. No action, just 
take the elevator to Norfair. 
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When the elevator lands, head left to go to where the boss area is. On the way 
you will pass through a room with a Missile Tank. Be careful, use your Space 
Jump to move across the brittle floor, fall through, and it's straight to the 
Chozo Statue. 
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Just when you thought you saw the last of them. Blam! 
This Chozo Statue is a bit smarter than the past ones. 
Only Super Missiles affect it. Usually it will catch your first 
shot and throw it back at you, so follow up with one or 

two more shots.It can't catch them all! 


To Ridley 


If you try using regular Missiles the 
Chozo Statue will dodge out of the 
way, and unlike the other statues this 
one is very aggressive. It will fire 
multiple wave beams at you. Once 
you have gotten a rhythm, they are 
easy to get by. 


After the statue is defeated, use your 
Space Jump to jump through the 
ceiling and get Super Missiles. 
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After getting the Screw Attack, go up to a door to the right. 
Inside is an Energy Recharge room. Journey right, and the 
next item room you come to will be a Save room. After the 
save room, go down and a bit to the left for 
Power Bombs. The next step is to power 
bomb the half statue outside the item room 
door. A path will clear and you'll travel 
down a long hall to defeat two 
jumping Zebesians. You 
can't harm them ‘til they 
try taking a flying leap at 
you (you'll 
notice a color 
change.) 
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RIDLEY 9%, 


This battle is definitely much harder 

than your first encounter with 

Ridley back on Space Colony 
Ceres. For one thing, the 
ground below you will be 
submersed in lava. 


When you enter Ridley’s lair you'll 
immediately drop to a short floating 
platform. 
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To Ridley =~ 
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Ridley himself will attack with his fierce tail, first ramming it straight down on 
the platform where you are, or grabbing you up into the air and hitting 6 or 7 
times, each time taking 30 or more of your health points. Ridley will also spit fire 
at the walls. Destroying Ridley takes a lot of time and effort. 
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Start off with power bombs, then missiles, and finally finish him off with super 
missiles. Enter Ridley's lair only if you are fully charged, because it's going to take 
almost all of your special weapons and nearly all your life to defeat it. 
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Once Ridley is out of commission, go 
through the flashing door to the left for 
an Energy Tank. Get the tank, 
and make your way back 
through, to the place where 
you fell through the ground 
and got to the boss in the first 
place. Now go right, through 
the blue door. Go into the 
giant rock monster’s mouth, and 
inside you'll find another Energy 
Tank. Go to the top of the 
monster rock chasm and enter a hidden 
path to the Missiles and Power Bombs as you 

go left you'll find... | Now go back to Crateria, and into the statue room. 
Follow the statue and you'll finally reach Tourian. For this last area you won't 
need to find a map data access room, 'cause the map is already charted for you. 
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CHAPTER SEVEN: 
E^ EL) TO MOTHER BRAIN 
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It's seemed like an eternity, but Samus 
has finally made it to Tourian. The only 
thing between her and the Mother 
Brain are a few hungry Metroids. 


Super Metroid Unauthorized Game Secrets 


VOR iui are) 


3 E ТТЕ = 
нн Ex ES ES ES БУ Er ES ] 


(s) E SH HEURE HERR ИГҮ 
Aiii le en ene i ERR c 


(eam HG C “әннен - 


ІІ 


а 


кїй 


Don't get caught by surprise. The Metroids are quick and merciless. Use a quick 
shot of your Ice Beam to stop them, then shatter them with a Super Missile. 
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If you get caught by a 
Metroid, don't sweat 
it^ 


. . . Just drop three of 
your Power Bombs and 
your problems will be 
solved. 
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"Wow! That was close. | almost became Metroid lunch." 
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"How am | going to get out of here alive? That Metroid has drained me of 
almost all of my energy." 
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Time to juice up. Use your Missiles to get through the next series of red doors, 
then turn back and reload again. You'll need all the fire power you can carry. 


+. 


CHEM REIN 1: 


No more Ms. Nicegal! 
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Shoot out the security barrers with your Missiles. Look out! Lava will be rising 
and your foot space will become limited. When you reach Mother Brain, turn 
back and make one last reload. 
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Make timely jumps over the Energy Rings while chipping away at Mother 
Brain’s casing with Missiles. 


To Mother Brain 
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The only space to stand on while attacking Mother Brain is a small 
platform. If you touch any part of Mother Brain or its cybernetic 
mechanism, you will lose energy. 


( «б Super Metroid Unauthorized Game Secrets 


^W 


It's going to be touch to take out Mother Brain without taking 

much damage. Concentrate on firing a series of consistent 

Missiles. After breaking away the outer casing, it will take about 20 

more Missiles to destroy Mother Brain. As long as you don't rush a quick 
victory, Mother Brain should shut down once and for all. 
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Don't get ready to put down your controller just yet. 


MOTHER BRAIN 


FE 
To Mother Brain f 703 N 


Nope! It's not over yet. After crashing 
to the ground, Mother Brain will 
revive and generate an entire body, 
which rises from below. Its vulnerable 
spot is the head. Fire your fully charged Charge 

Beam to weaken the creature. You will also want to use 
Missiles and Super Missiles. When it spits a rock out from 
its mouth, be ready to jump — not right away — but just 

before the rock finally settles on the ground. Another 
attack Mother Brain has is a 

wave of sonic beams. You 

can usually tell when it’s 

about to fire them. If they’re 

aimed high, stay low. If they’re 

coming at you while the creature is 
kneeling, take a lofty jump. 
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You'll know when Mother 
Brain is in deep trouble when 
it fires it’s cluster blast at you. 
One hit from this attack will drain 

Samus of a complete Energy 

Tank. When Mother Brain 
charges up her head you will be 
in for a doozy of an attack, no matter 
where you are. The ultrasonic eyebeam 
Mother Brain shoots at you will drain all 
but one energy point. 


To Mother Brain 
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After a surprise visit from the rogue Metroid, Mother Brain is sucked of all its life. 
But like all final bosses it comes back to life. Just as the Metroid is charging 
precious energy back into your life system, Mother Brain charges over and ends 
the Metroid’s being, but before it disappears the Metroid fuses with Samus. 
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With the help of the Metroid, your beam has amazing power. Samus is able to 
fire multiple beams without charging. Keep a steady flow of shots aimed at 
Mother Brain's head to stall it from counter-attacking. 


To Mother Brain A 775 


You did it. No joke, but it is not quite over. A self-destruct timer will soon start 
ticking away with only two minutes and 30 seconds remaining to get out off of 
Planet Zebes. So don't sit around. Hurry and exit, stage left. 
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Try not to spend too much time worrying about the Space Pirates. The atomic 
blast that is about to take place will sure enough take care of them. 
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PROTECTOR OF THE GALAXY 


To Mother Brain | 7» 
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CHAPTER EIGHT: 
Ba PLANET ZEBES:CLOSE-UP 


Behind this page lie a few of the planet’s 
deepest secrets. Use them as guides to 
locate extra items. 
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CRATERIA 


These more 
advanced 
Zebesians can 
only be 
destroyed with 
Missiles. Regular 
shots are just 
deflected. 
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The first Energy Tank will be found in Crateria, 
just before taking the energy elevator to Brinstar. 


NUS ж Super Metroid Unauthorized Game Secrets 
А CRATERIA 


As you sprint down the long hall, don’t destroy all 
of the flies. First, use five missiles to open the red 
door to the right, then turn back and destroy the 
flies to restock your Missile supply. 
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This room leads to Tourian. After you destroy each 
of the four bosses, sections of the statue will break 
away, until it finally crumbles to the ground. 
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If you are trying to cut down your 
game time, stay to the far left or right 
while falling. None of the ledges will 
be in your path . 
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Drop a Bomb in the center of this rubble to reveal a hidden 
room. There's a a Missile Tank inside. 
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This is Crateria. Look on page 32 for more complete info. 
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MORE CRATERIA 


Зарр 


Planet Zebes:Close Up 
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After getting the Morph Ball, shoot the bottom block to the right 


and roll through the opening. 
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Once you have Power Bombs, vaporize the wall of rocks and use 
your rocket jump to shoot up to a hidden room. 
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After getting Power Bombs, use one to blast a hole through 
the wall for a Missile Tank. 
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Speed through the long hall and you’ find a blue door at the 
end. Enter the door and pick up the Ice Beam. Then roll 
through the crawlspace back to the right. 
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After you have gotten Power Bombs, go back through the hall 
that you got the Ice Beam from and power bomb an opening 
through the floor. This path will lead to Crocomire. 
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Use your speed boost to 
fall through the deep pit. 
At the bottom there is a 
strange bird, and just 
beyond it, an Energy 
Recharge room. If you 
pay close attention to the 
bird, you'll notice that, 
after flashing, it crouches 
and then rockets up to 
the top. If you mimic its 
actions you will be able 
to do the same. Use this 
ability carefully ‘cause 
every time you use it 
your energy is drained. 
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Along the journey, Samus runs into 
three of the planet’s most innocent 


creatures. Like the bird, 
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might not have realized she had. Use 


your springing jump to reach the 
nearby Missile Tank. 
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Samus runs into another one of the planet's gentle creatures, a turtle. Hitch a ride 
on its back to raise you up to an Energy Tank. 
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stroy all the Geemers for added items. 


©. 
= 
o 
N 
E- 
О 
2 
o 
26) 
[9] 
N 
5 
= 
S 
a 


а нр гч жу cR eo 


"Iu un "аз... 


Super Metroid Unauthorized Game Secrets 


= 
се 
і 
= 
E 
O 


$ 
1 


ИШИ! 


HII 


m 


Ki 


ннен ей ТҮТТҮ 


ту 


See chapter 4 for more information. 
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